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1. 

ELECTRONIC GAMINGAPPARATUS AND 
METHOD 

TECHNICAL FIELD 

In general the present invention relates to an elec 
tronic gaming apparatus and method, and more particu 
lar, the invention relates to an electronic apparatus and 
method for playing games such as poker, slot machines 
and bingo. 

BACKGROUND ART 

In recent years numerous electronic gaming or game 
playing devices have been devised for playing gambling 
games, such as roulette, keno, poker, bingo, lotto and 
the like. Such electronic gaming apparatus convention 
ally is constructed in a general slot machine format and 
can include a number of different variations of these 
different games. Often such gaming apparatus includes 
a video game screen that is driven by an image genera 
tor coupled to a microprocessor, which acts as a con 
troller. Similarly, reel-type slot machines have been 
microprocessor implemented so that the rotatable me 
chanical reels are now simulated by images on video 
display screens. 

U.S. Pat. No. 4,856,787, for example, discloses an 
electronic game apparatus in which a plurality of play 
ers are linked electronically to a master game device 
and the individual players can concurrently play se 
lected differing games. Thus, each player can select a 
game to play from a menu including games such as 
poker, bingo, keno, and blackjack, and all players are all 
monitored by the master game computer. The games 
being played, however, are not linked for play together, 
except that multiple players can elect to play the same 
bingo game in that the same drawn spaces can be input 
into multiple machines. 
The play of a single game by a multiplicity of users is, 

however, well known. In U.S. Pat. Nos. 1,723,377 and 
3,534,963 game apparatus are disclosed for the play of a 
poker game and a bingo game, respectively. Such appa 
ratus is primarily non-electronic, but U.S. Pat. No. 
5,007,649 discloses an electronic game apparatus in 
which there are a plurality of players playing a single 
game, such as bingo. 

It is also known to provide electronic game apparatus 
in which there are multiple ways of winning a single 
game. Thus, in U.S. Pat. No. 4,756,513 players have up 
to three ways of winning a numbers game. The appara 
tus can be played by multiple machines connected to 
gether so that a plurality of players are able to play the 
Same game. 

Finally, U.S. Pat. No. 4,364,567 is typical of game 
apparatus which has been devised to combine different 
aspects of different games into a single game. In this 
case, various aspects of poker and keno have been com 
bined together to create a new game. 

It is also well known in casino electronic game appa 
ratus to couple a plurality of gaming devices, such as 
slot machines or poker machines, together for payment 
of a progressive jackpot. The jackpot amount is contin 
uously increased, usually in proportion to the number of 
games played at the various machines which are linked 
together during the time period in which there has been 
no jackpot. Such progressive jackpot gaming systems 
maintain and encourage continued play by the players 
by increasing the potential payout. There is, however, 
no strategy involved in connection with such progres 
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2 
sive payout gaming apparatus, other than the strategy 
that continuing to play makes it more likely, with time, 
that someone will win the progressive jackpot. 

Accordingly, it is an object of the present invention 
to provide a gaming apparatus and method in which the 
results of play of a primary game, such as draw poker or 
a reel-type slot machine, can be used to enable the play 
of a secondary game, such as bingo. 

It is a further object of the present invention to pro 
vide an electronic gaming apparatus and method in 
which two games can be linked together, with the oc 
currence of events in one game being usable as an input 
to the other game. 

Still a further object of the present invention is to 
provide an electronic gaming apparatus and method 
having a progressive payout in which a multiplicity of 
players can simultaneously play independent games and 
yet also can win the progressive payout by employing 
game-playing strategies in the play together of a pro 
gressive payout game. 

It is a further object of the present invention to pro 
vide a gaming apparatus and method which is easy to 
operate by unsophisticated users, is adaptable to a num 
ber of different game combinations, has a minimum 
number of components, and is economical to manufac 
ture. 
The apparatus and method of the present invention 

have other objects and features of advantage which will 
become apparent from, and are set forth in more detail 
in, the description of the Best Mode of Carrying Out the 
Invention and the accompanying drawing. 

SUMMARY OF INVENTION 

The electronic gaming apparatus of the present in 
vention comprises, briefly, an electronic primary gam 
ing device, such as a poker gaming device or slot ma 
chine, having a display and input buttons for play of a 
primary game, such as a poker game; and electronic 
secondary gaming device, such as a bingo-type gaming 
device, including a display, such as a bingo matrix hav 
ing a plurality of spaces. The poker gaming device and 
the bingo-type gaming device are electrically con 
nected together. In one embodiment of the invention, 
the bingo matrix spaces are filled by a random generator 
device with indicia related to the primary gaming de 
vice. When predetermined results occur in the primary 
game, such as a poker hand or slot machine set of reels, 
these results are automatically entered in the secondary 
game. In another embodiment, user-actuatable space 
selection assembly, usually buttons, for the selection of 
spaces in the bingo matrix for input into the bingo game 
are provided. Upon the occurrence of selected poker 
hands, the poker gaming device activates the user 
actuatable space selection assembly for input to the 
bingo-type gaming device. The input to the bingo-type 
gaming device is made to a space in the bingo matrix 
selected by the user using the user-actuatable space 
selection assembly, and the input preferably corre 
sponds in value to the value of the poker hand which 
has occurred in the poker gaming device. 
A plurality of electronic gaming apparatus of the type 

described preferably are electrically connected to a 
single bingo-type gaming device for simultaneous play 
of the bingo game by a plurality of individual players, 
which each are playing their own independent poker 
game. 
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The method of playing an electronic game of the 
present invention includes, briefly, the steps of playing 
a primary game, such as a poker game or slot machine 
game, on an electronic primary gaming device by con 
ventional user input; and upon the occurrence of se 
lected events, such as poker hands or sets of slot ma 
chine reels, playing a secondary game, such as a bingo 
type of game, on a secondary electronic gaming device 
electrically connected to the primary gaming device. 

BRIEF DESCRIPTION OF DRAWING 

FIG. 1 is a front elevation view of a schematic repre 
sentation of an electronic gaming apparatus constructed 
in accordance with the present invention for the play of 
a poker game that is coupled to a bingo game. 
FIG. 2 is a front elevation view of a schematic repre 

sentation of an alternative embodiment of the electronic 
gaming apparatus of FIG. 1 suitable for play of a slot 
machine game and a bingo game. 
FIG. 3 is a front elevation view of a schematic repre 

sentation of a further alternative embodiment of the 
electronic gaming apparatus of FIG. 1 including a user 
controlled input assembly for the bingo gaming appara 
tuS. 
FIG. 4 is a schematic representation of the circuitry 

of the electronic gaming apparatus of FIG. 3. 
FIG. 5 is a top plan schematic representation of a 

plurality of electronic gaming apparatus of the type 
illustrated in FIGS. 1-3 electrically connected together 
for play by a plurality of players. 

BEST MODE OF CARRYING OUT THE 
INVENTION 

The electronic gaming apparatus of the present in 
vention in its preferred form is comprised of a conven 
tional electronic poker gaming device or a conventional 
reel-type slot machine which is electronically linked to 
an electronic bingo playing device in a manner enabling 
play of the bingo gaming device only upon the occur 
rence of winning hands in the poker gaming device or 
winning reel combinations in the slot machine. Most 
preferably a plurality of such electronic primary gam 
ing devices are electronically linked to a single elec 
tronic bingo gaming device so that each player can play 
independent poker or slot machine games and play 
against each other in a common bingo game. 
As can be seen in FIG. 1, the electronic gaming appa 

ratus of the present invention, generally designated 21, 
includes a primary gaming device, such as an electronic 
poker gaming device, generally designated 22, that is 
electrically coupled to a secondary gaming device, such 
as an electronic bingo-type gaming device, generally 
designated 23. 

In the gaming apparatus of the present invention, the 
primary gaming device preferably is a poker gaming 
device 22, but it will be appreciated that other primary 
gaming devices can be employed in the apparatus of the 
present invention. Thus, in FIG. 2 the primary gaming 
device 22a is a reel-type slot machine gaming apparatus, 
which is coupled to a bingo gaming apparatus 23a. 
Alternatively, primary gaming device 22 could be a 
dice game or a trivia quiz game. As will be apparent 
from the description below, games which have a plural 
ity of events which occur and can be given different 
values, such as poker hands in a poker game, combina 
tions of reels in a slot machine game or die combinations 
in a dice game, are particularly well suited for use as the 
primary gaming device. 
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4. 
Using the example of an electronic poker gaming 

device, such gaming apparatus can be constructed in a 
manner which is well known in the art. Accordingly, 
poker gaming apparatus 22 will only be described 
briefly herein. Additionally, poker gaming apparatus 22 
will be described in terms of a conventional "draw 
poker' gaming apparatus, but it will be understood that 
other forms of poker and can be played on the primary 
or poker gaming apparatus 22. 
Game apparatus 21 preferably is in a general format 

of a slot machine, for example, a machine of the type 
that is typically placed on a support counter 26 for play 
by a player while standing or seated on a stool. It will be 
understood, however, that bar-top versions or formats 
can also be employed. Mounted in game apparatus 
housing 27 is a conventional poker display screen, usu 
ally a video screen 28 upon which card images 29 can be 
displayed. A coin slot or token 31 is used to place bets, 
and once the desired number of coins or tokens have 
been inserted, "deal” button 32 can be pushed by the 
player to cause five card images 29 to appear on poker 
video display screen 28. The images which occur are 
selected by microprocessor or C.P.U., which drives a 
card image generator that is coupled to screen 28 in a 
manner described in more detail in connection with 
FIG. 4. Five card representations are randomly gener 
ated and graphically depicted or electronically dis 
played on screen 28 from a deck of fifty-two cards, or 
more, if wild cards are included. 
Once a hand has been dealt to the player, the player 

can elect to discard or keep each of the cards. Most 
typically, five discard/keep or "D/K” buttons 36 are 
provided on the game apparatus for user actuation to 
effect either discard or keeping of each of cards 29. 
Depending upon the logic, pushing a switch 36 will 
discard a card and not pushing it will keep it. If a card 
is erroneously discarded, however, a second closing of 
switch 36 by pushing the switch button will restore the 
discarded card. 
Once the player has made a decision with respect to 

discarding and keeping all of cards 29, it can again push 
"deal” button 32 and the microprocessor will replace 
the discarded cards with new cards randomly selected 
from the remainder of the deck. This completes the 
hand which is now compared by C.P.U. 33 with poker 
hand criteria stored in the C.P.U. memory. If the dealt 
hand matches any of the winning hands in memory, the 
player will receive an award, usually a number of coins 
or tokens of the type inserted in coin slot 31, depending 
upon the value of the hand stored in the microproces 
sor. Most typically, the number of coins will be visually 
indicated, for example, on video screen 28 at window 
39, and the player will have the option of being able to 
collect the coins by pushing "collect' button 41, which 
releases coins or tokens into coin tray 42, or pushing 
"bet' button 43 to bet on a new hand. 

Finally, electronic poker gaming device 22 may in 
clude a credit card reader 35 for betting without using 
coins, a speaker 55 for audio output associated with 
game play, a game rules panel 45 with brief rules and 
information thereon, and a "belly glass' panel 44 which 
can contain graphics, such as the name 47 of the game. 
As also is known, electronic poker gaming apparatus 

can be coupled together with a plurality of machines in 
a common carousel so that a plurality of players can try 
to win a progressive jackpot. As seen in FIG. 5, there 
fore, poker machines 211-2116 are coupled together at a 
carousel, generally designated 40, to permit a progres 
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sive jackpot to be incremented as a function of, or in 
proportion to, the coin-in to the machines 211-2116. As 
seen in FIG. 1, therefore, a display window 48 shows 
the current value 49 of a progressive jackpot. Again, 
this is conventional electronic poker gaming apparatus 
technology and does not, perse, form a novel portion of 
the gaming apparatus of the present invention. 

In order to provide a new dimension in game strategy 
and greatly enhanced entertainment value of a progres 
sive jackpot, game apparatus 21 of the present invention 
includes a secondary or electronic gaming device, such 
as electronic bingo-type gaming device 23, which is 
linked electrically to the primary or poker gaming de 
vice 22. This linking together of a dependent or second 
ary gaming device to a primary gaming apparatus can 
be employed in a stand-alone gaming apparatus 21, but 
most preferably it is employed when a plurality of simi 
larly formed gaming apparatus 211-2116 are linked to 
gether so that multiple players can play their individual 
poker games and at the same time play against each 
other in a common secondary or bingo-type game. 
When a secondary electronic gaming device is a bin 

go-type device it typically will include a bingo display 
assembly 51, which can be a video display with an asso 
ciated indicia image generator, or it can be provided by 
other display means capable of providing a bingo matrix 
of spaces 52 in which indicia 53 can be displayed. As 
used herein, “bingo' and “bingo-type' shall include 
game simulations which are based upon, connected 
with, or derived from, a conventional bingo game. In 
fact bingo-type game apparatus 23b of FIG. 3 is not 
used to play a conventional bingo game. As set forth 
herein below, game apparatus 21b of FIG.3 enables the 
player to select the space 52b in common bingo matrix 
51b into which input is made, rather than the conven 
tional approach of the players following a master input. 

Having described the basic poker and bingo gaming 
device components, play of the electronic gaming appa 
ratus can be described. First, if gaming apparatus 21 is a 
stand-alone machine unconnected to other similarly 
formed game apparatus, the play proceeds by the player 
inputting one or more coins or tokens or a game card 
having token credits thereon. Game apparatus 21 op 
tionally can include input criteria which must be met 
before the player can play the bingo game. Thus, if one 
or two coins are bet, the player would not be eligible for 
play of bingo apparatus 23, and if three or more coins 
are bet access to the bingo apparatus would be possible, 
as long as predetermined poker hands were drawn dur 
ing play of the poker game. 
Once the predetermined coin or credit input is made, 

the microprocessor and image generator will fill spaces 
52 in bingo matrix 51 with indicia 53 representing ran 
domly selected winning poker hands which are ran 
domly distributed throughout matrix 51. This occurs 
automatically and outside the control of the player, and 
in the preferred form no two indicia 53 are identical. It 
will be understood, however, that duplicate indicia 
could be provided and a random computer selection or 
user selection also could be made as between duplicates. 
Once the bingo screen spaces are filled, the player 

plays the electronic poker gaming apparatus in a con 
ventional manner. If the player is able to "draw” a 
poker hand meeting the poker game criteria for a win 
ning hand, the occurrence of such a winning hand either 
enables or automatically produces an entry into bingo 
matrix 51, if the bingo matrix also includes the winning 
hand. 
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6 
Thus, in FIG. 1, the player has drawn three queens, 

which would normally be regarded as a winning hand 
in most poker gaming apparatus. Bingo space 66 had 
displayed indicia for three queens, and thus, the micro 
processor substitutes in or displays over the three 
queens' indicia, the number of the poker gaming ma 
chine, in this case the number 7, as seen on tower light 
67. 

In a game apparatus which is not coupled to play a 
common bingo apparatus 23 with a plurality of players, 
the microprocessor can merely light, change the color 
or otherwise visually indicate that three queens was 
drawn. 
When a winning poker hand is drawn, poker gaming 

apparatus 22 will pay or credit the player for such hand, 
whether or not it is present in matrix 51, or has already 
been drawn by the same or another player. 
The player may continue to play poker gaming appa 

ratus 22 until a BINGO is achieved in bingo gaming 
apparatus 23, at which point game apparatus 21 will 
award money, awards or benefits for winning the bingo 
game according to bingo criteria described in more 
detail below. Once the bingo game has been won and 
the player or players rewarded for winning, the bingo 
matrix screen will be cleared and a new random set of 
bingo indicia will be generated when the player or play 
ers again input the poker gaming apparatus. 
The play of the slot machine-bingo gaming apparatus 

21a of FIG. 2 proceeds in a manner similar to the play 
of the gaming apparatus of FIG.1. The primary gaming 
apparatus 22a of FIG. 2 is an electronic slot machine. 
Thus, video display screen 28a displays the images of a 
plurality of slot machine reels 29a, which can be "spun' 
or "rotated' by an image generator driven by a micro 
processor. One or more alignment lines 19 can extend 
transversely across screen 28a to indicate the combina 
tion of images 18 which are to be compared against the 
schedule of slot machine winning criteria stored in the 
microprocessor memory. As shown in FIG. 2, three 
bells, a Joker and one cherries' image are aligned be 
neath payout line 19. In most slot machines, this would 
meet the criteria for a payment. 
The player, therefore, inserts a coin or coins in slot 

31a, or a card into card reader slot 35a. After a prede 
termined input, the plurality of spaces 52a in bingo 
matrix 51a are filled by the microprocessor and an 
image generator with a random selection of slot ma 
chine indicia 53a. The player then hits the “play” button 
32a or pulls the slot machine arm (not shown). The 
microprocessor will create a visual image of reels 29a 
spinning and usually stops the reels one-by-one starting 
at one end and proceeding to the other end of screen 
28a. The reel images 18 can be virtually any image but 
usually are images of the type conventionally used on 
slot machines. The number of reels 29a also can be 
varied within the scope of the present invention. 

If the set of images 18 aligned under payout line 19 
meets the slot machine payout criteria, the player wins 
an award, money or benefit ascribed to the set of images 
which have occurred. Additionally, since slot machine 
gaming apparatus 22a is electrically coupled to bingo 
gaming apparatus 23a, game apparatus 21a also enters 
the winning set of slot machine criteria into matrix 51a, 
if the matrix includes the same reel combination and if 
the reel combination has not been previously selected. 
In FIG. 2, space 66a has had the indicia "#4” entered 
therein. As seen from light tower 67a, machine 21a is 
the number 4 machine in a plurality of machines playing 
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a common bingo game apparatus 23a. Space 66a previ 
ously had displayed symbols indicating three bells, and 
upon occurrence of this combination in machine num 
ber 4, the space is automatically identified as a space 
which contained a reel sequence occurring first on ma 
chine number 4. 
As can be seen in matrix 51a, the occurrence of three 

bells completes a vertical line through the center "wild' 
space and constitutes a “bingo'. Each identified ma 
chine on the bingo vertical line, namely machines 4, 16, 
7 and 3 will participate in the payout or other award 
given as a result of completing the bingo game. Once 
the bingo awards are distributed, the bingo screen is 
cleared and a new bingo game can be started. 
An additional alternative embodiment of the game 

apparatus can be seen in FIG. 3, and a corresponding 
schematic representation for FIG. 3 game apparatus 21b 
is shown in FIG. 4. The schematic of FIG. 4 also will be 
seen to have applicability to the gaming apparatus of 
FIGS. 1 and 2. Electronic gaming apparatus 21b again is 
illustrated as including a poker gaming apparatus 22b as 
the primary gaming device. It will be understood that a 
slot machine or other game also could be used, as above 
described. In FIGS. 3 and 4, broken line 24 indicates 
approximately the boundary between the primary and 
secondary gaming apparatus. 

Bingo-type game device 23b further preferably in 
cludes space selection means for selection of spaces 52b 
in bingo display matrix 51 for input of indicia 53b. In the 
preferred form, space selection means is provided by 
user-actuatable input means, generally designated 54, 
which is here shown as a keypad having an array of 
touch buttons 56. It will be appreciated, however, that 
display screen 51b could also be a touch screen with 
capacitive sensors or be actuated by a light pen, or a 
similar user-actuatable input device. 

Since the preferred form of apparatus 21b is designed 
to be coupled to other similarly formed apparatus to 
enable the players to use strategy in playing against 
each other in a common bingo-type game, it is preferred 
that input means 54 for selection of spaces 52b be user 
actuatable. It will be understood, however, that in a 
stand-alone game apparatus, individual spaces 52b in 
bingo display matrix 51b also could be selected at ran 
dom, in advance, by an automatic space selection means 
in game apparatus 21b. In such a stand-alone game appa 
ratus, a randomly preselected space might be identified 
by a blinking light, and the user would employ the 
strategy option of either inputting to the preselected 
space or declining to input to the space, depending what 
poker hand has occurred in poker gaming device 22b. In 
the preferred form, however, the player can touch any 
one of input buttons 56 to select a corresponding space 
52b in display 51b for input to the matrix of spaces in 
bingo-type gaming device 23b. It will be understood 
that matrix 51b can have a greater or lesser number of 
spaces 52b and can have various arrays of spaces 52b 
which will vary the bingo-type game which is played. 

In order to enable play of electronic bingo-type gam 
ing device 23b, the bingo-type gaming device is elec 
tronically coupled to the primary gaming device 22b. 
As can be seen in FIG. 4, microprocessor 33 for the 
poker gaming apparatus is electrically connected by 
conductor means 57, which in turn, is connected by 
conductor means 58 to X,Y position logic 59 and by 
conductor means 73 to microprocessor means 69. X,Y 
position logic 59, in turn, is electrically connected to the 
keypad assembly 54 for user input. Conductor means 61 
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8 
couples keypad 54, and input from the poker game 
apparatus 22b, to indicia image generator means 62. 
Finally, in multiple game machine carousel systems a 
station code identifying generator means 63 is provided 
to indicate which of apparatus 211-2116 is inputting 
bingo display 51b. 
As also may be seen in FIG. 4, discard and keep 

buttons or switch 36b, are coupled through switch 
logic, represented in FIG. 4 by boxes 37. It will also be 
appreciated that switches 36, image generator 34 and 
screen 28b can be parallel or series coupled (multi 
plexed) or coupled with a combination of series and 
parallel circuits. 
The player plays poker gaming apparatus in a manner 

identical to that described in connection with FIG. 1. 
Thus, a coin or token inserted in slot 31b or card in 
serted into card reader 35b will start the poker game. In 
game apparatus 21b, however, bingo matrix 51b and 
spaces 52b remain blank or are not filled with indicia 
53b. Wild space 75, however, will be automatically 
positioned in matrix 51b, if a “wild' space is to be in 
cluded in the bingo game. 

If the player is able to draw one of the predetermined 
poker hands, poker gaming apparatus 22b, and more 
particularly microprocessor means 33 (FIG. 4), will 
send a signal to bingo microprocessor means 69 (FIG. 4) 
activating a keypad 54 for the selection of one space 52b 
in bingo matrix 51b. The player then touches a desired 
button 56b, and the selected space, for example, space 
66b and corresponding memory in microprocessor 
means 69 are input with indicia generated electronically 
by indicia image generator 62. 
The input of indicia into matrix 51b preferably is 

accomplished by inputting into the space 52b indicia 
which corresponds or is proportional in value to the 
hand occurring in poker garning apparatus 22b. Thus, as 
can be seen in FIGS. 3 and 4, a four-of-a-kind, namely, 
four indicia 29b indicating tens, have occurred in poker 
gaming apparatus 22b, and the player has touched key 
pad button 64 to input in this case “4Ki” in space 66. 
The indicia 4K stands for four-of-a-kind, and the sub 
script 1 is generated by station code identification 
means 63 when multiple machines are linked together to 
play a common bingo game. The subscript indicates 
station 1, which also may be identified by the machine 
number and tower light 67 on top of the game appara 
tuS. 

Thus, stored in poker criteria memory 38 will be a 
plurality of poker hands which not only produce a pay 
out to the individual playing the poker gaming appara 
tus, but also produce a signal from microprocessor 33 
enabling the bingo keypad 54. A typical schedule of 
winning hands might be as follows: 

Royal Flush (RF) 
Straight Flush (SF) 
Four-of-a-Kind (4K) 
Full House (FH) 
Flush (FL) 
Straight (ST) 
Three-of-a-Kind (3K) 
Two Pair (2P) 
As will be appreciated, other hands can be included, 

such as, a pair of jacks or better and five-of-a-kind, if 
wild cards are provided. 

Unlike conventional bingo games, however, elec 
tronic bingo-type apparatus 23b is formed to allow the 
player to try to fill in a predetermined pattern of spaces 
that will win the bingo game. Thus, bingo game win 
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ning criteria are stored in memory portion 71 of micro 
processor means 69, as can be rules for determining 
valid input to matrix 51b. Thus, a player who draws one 
of the predetermined poker hands can select one space 
52b in bingo matrix 51b for input toward the goal of 5 
completing a predetermined bingo pattern. 

In the preferred form, bingo criteria storage means 71 
includes rules as to permissible input to spaces 51b. For 
example, and particularly when gaming apparatus 21b is 
a stand-alone machine, it may be desirable to prevent 
duplication of the input in a single row or bingo win 
ning pattern. Microprocessor means 69 and memory 71, 
therefore, can be programmed to prevent the entry of 
three-of-a-kind more than once in a potentially winning 

10 

pattern. If the player attempts to make a second entry of 15 
three-of-a-kind in the same row or column, the input 
will be blocked and the player signaled to select another 
space, for example, by refusing input and blinking a 
light at or behind keypad 54. 
While it is possible to allow an input to each bingo 

space 52b which merely fills the space without 
weighting in any manner the input to the space, it is 
preferred to enable input to bingo spaces 52b which are 
weighted or have a value which corresponds or is pro 
portional to the value of the poker hand occurring in 
the poker gaming device. Thus, four-of-a-kind will be 
weighted more heavily in the bingo game than would 
two pair. Moreover, the effect of weighting of the vari 
ous hands which can be input can be stored in memory 
71 and microprocessor 69 used to compare the stored 
inputs in the various bingo matrix spaces which produce 
a winning pattern against the weighting stored in bingo 
criteria memory 71. Various conventional winning 
bingo patterns can be provided for, such as five in a 
row, either vertically or horizontally, plus five in a row 
diagonally, with or without a wild space 75. It should be 
noted that bingo microprocessor 69 optionally can ran 
domly select the location of and whether or not there is 
a “wild” space 75. Additionally, winning the bingo 
game by filling a four corners or other patterns can be 
an option. 

It will be understood that in a stand-alone gaming 
apparatus the microprocessor means 33 and 69, and 
poker criteria memory 38 and bingo criteria memory 71 
can be provided by a single microprocessor. Moreover, 
station code generator 63 is not required in stand-alone 
machines, and the indicia entries 53b to spaces 52b will 
not include subscripts. 

In all three embodiments, it is preferred that a plural 
ity of game apparatus are linked together for play of a 
common bingo game by a plurality of players. Each 
game apparatus 211-2116 (FIG. 5) will have input con 
ductor means to common display assemblies, for exam 
ple, a four screen display assembly 82 over carousel 40. 
Each player at machines 211-2116, therefore will be able 
to view the progress of the common, or simultaneously 
played, bingo game on one of game screens 83, 84, 85 
and 86. Additionally, it is preferred that each game 
apparatus 211-2116 shall have its own bingo matrix dis 
play 511 to 5116, although screens 83-86 could be pro 
vided instead of display 51 at each machine. Conductor 
means 72 (FIG. 4) shall be understood, therefore, to 
couple each bingo game device to its own screen 51, 
51a, 51b and any display assembly of screens 82. 
When a plurality of gaming apparatus 21, 21a, 21b are 

linked together, a master bingo microprocessor 69 also 
preferably is employed, and each of apparatus 211 to 
2116 is connected to the master bingo microprocessor 69 
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by conductor means 73. Finally, for the game apparatus 
21b in which spaces 52b are filled in by user selection, 
each individual gaming apparatus 21 will preferably 
have its own keypad 54 so that input to the commonly 
played bingo game, and identification of that input will 
require station or machine code generator means 63. 
Upon play of the bingo game by multiple players, and 

upon the occurrence of filling of spaces 52, 52a, 52b in 
matrix 51, 51a, 51b which meets the bingo criteria of 
memory 71, the bingo game will be deemed to be com 
plete. Bingo microprocessor 69 can weight the propor 
tion of the amount to be paid out, for example, progres 
sive jackpot number 49, 49a, 49b, among the weighted 
input in the winning bingo row. Thus, in the “bingo' of 
FIG. 3, station one, with four-of-a-kind, would receive 
a greater proportion of the progressive bingo jackpot 
than would station 12, which had input two pair. The 
bingo master microprocessor 69 would then provide a 
signal back to the individual machines, namely, ma 
chines 211, 212, 213, 217 and 2112, indicating the amount 
of money, or other award, that each player had won. 
Master bingo microprocessor 69 would then clear the 
winning row or possibly the entire bingo matrix. 

Optionally, it is also possible to provide timing means 
81 (FIG. 4) electrically connected to the poker input 
device, such as coin slot 31, 31a, 31b and electrically 
connected to bingo game apparatus 23, 23a, 23b so as to 
place a time constraint on input from individual ma 
chines to bingo matrix 51, 51a, 51b. Timer 81 can be 
used, for example, to start a bingo game of finite dura 
tion which all participating machines play. The time 
might start upon the first to place a coin in one of the 
coin receptacles, and the bingo game would have to be 
won within a fixed period of time. At the end of the time 
period, matrix 51, 51a, 51b would be wiped clean. A 
countdown display 88 (FIG. 4) could be provided in 
this option. 

In a similar option, timing means 81 could sense input 
at coin slot 31, 31a, 31b and/or bet button 43 and main 
tain the input in bingo matrix 51,51a, 51b for so long as 
there is activity at a particular machine. Thus, if a ma 
chine is not played for some predetermined period of 
time, for example 5 minutes, the entries from that ma 
chine may fall out or be expunged from the bingo ma 
trix. In a similar manner, user input means optionally 
could be provided so that a user leaving his machine 
could remove his entries from the bingo matrix so that 
subsequent players of the same machine did not obtain 
the benefit of these entries. This option, however, also 
changes the position and strategy of other players when 
machines are linked together, and it is most applicable 
to stand-alone machines. 

It is possible in both stand-alone and carousel systems 
that a player will be unable to make a valid entry in the 
bingo matrix because of prior entries and the nature of 
the poker hand which occurs. Two pairs, for example, 
will occur sufficiently often that the possible spaces for 
valid input may be filled. In such a case the bingo micro 
processor 69 will refuse entry, deactivate or refuse to 
activate keypad 54, and signal the player that the poker 
hand which occurred cannot be entered in matrix 51b. 
For automatic entry apparatus such as gaming appara 
tus 21 and 21a, the primary payout will be made but no 
entry into the bingo matrix will occur. 
As will be apparent from the above description of the 

apparatus of the present invention, the method of play 
ing an electronic game apparatus of the present inven 
tion is comprised of the steps of playing a primary game, 
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such as a poker or slot machine game, on an electronic 
primary gaming device, such as a poker or slot machine 
gaming device, and upon the occurrence of selected 
events, such as selected poker hands or reel combina 
tions, playing a secondary game, such as a bingo-type 5 
game, on an electronic secondary gaming device, such 
as a bingo-type gaming device. The secondary gaming 
device is electrically connected to the primary gaming 
device, with the playing of the secondary game being 
accomplished, for example, automatically or by user 10 
input to select a single space in a bingo matrix for each 
poker hand which occurs. Preferably the input corre 
sponds to the poker hand or reel combination which has 
occurred in the poker gaming device or slot machine. 
The electronic gaming apparatus of the present in- 15 

vention can be formed using electronic components that 
are conventional and in widespread use in such gaming 
apparatus. There are many combinations of components 
which will be satisfactory to produce the game appara 
tus of the present invention, and one skilled in the art of 20 
logic and circuit design can readily make a selection of 
the same to implement the gaming apparatus as de 
scribed herein. 
What is claimed is: 
1. An electronic gaming apparatus comprising: 25 
an electronic primary gaming device having primary 

user-actuatable input means for play of a primary 
game; and 

an electronic secondary gaming device for play of a 
secondary game; 30 

said primary gaming device being coupled to said 
secondary gaming device and being responsive to 
the occurrence of at least one predetermined, win 
ning event in the play of said primary game to 
communicate an input signal to said secondary 35 
gaming device for play of said secondary game. 

2. The electronic gaming apparatus as defined in 
claim 1 wherein, 

said input signal to said secondary gaming device 
effects play of said secondary gaming device. 40 

3. The electronic gaming apparatus as defined in 
claim 2 wherein, 

said primary gaming device is one of an electronic 
poker gaming device and a slot machine; and 

said secondary gaming device is an electronic bingo- 45 
type gaming device. 

4. The electronic gaming apparatus as defined in 
claim 1 wherein, 

said secondary gaming device is provided with user 
actuatable input means for play of said secondary 50 
game; and 

said input signal activates said user-actuatable input 
means for user input to said secondary gaming 
device. 

5. The electronic gaming apparatus as defined in 55 
claim 4 wherein, 

said secondary gaming device is responsive to each 
one of a plurality of predetermined, winning events 
during play of said primary game using said pri 
mary gaming device to activate said secondary 60 
user-actuatable input means for a single input to 
said secondary gaming device. 

6. An electronic gaming apparatus comprising: 
a plurality of electronic primary gaming devices, 

each having primary user-actuatable input means 65 
for play of a primary game; and 

an electronic secondary gaming device for play of a 
secondary game; wherein, each primary gaming 
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device being electrically connected to said second 
ary gaming device, each being formed for indepen 
dent play of said primary game, and each being 
responsive to the occurrence of at least one prede 
termined event in the play of said primary game to 
communicate an input signal to said secondary 
gaming device, each of said input signals to said 
secondary gaming device effecting play of said 
secondary gaming device; and 

said secondary gaming device being responsive to the 
occurrence of a predetermined event in any one of 
the primary gaming devices to input said secondary 
gaming device for play of said secondary game 
simultaneously by each user of said primary gam 
ing devices. 

7. The electronic gaming apparatus as defined in 
claim 6 wherein, 

each of the electronic primary gaming devices are 
electronic poker gaming devices; and 

said secondary gaming device is an electronic bingo 
type gaming device. 

8. The electronic gaming apparatus as defined in 
claim 6 wherein, 

each of the electronic primary gaming devices are 
electronic slot machines; and 

said secondary gaming device is an electronic bingo 
type gaming device. 

9. An electronic gaming apparatus comprising: 
an electronic primary gaming device including dis 

play means and user-actuatable input means for 
play of a primary game; and 

an electronic bingo-type gaming device including 
bingo display means having a plurality of spaces in 
a bingo matrix for play of a bingo-type game; and 

said primary gaming device being electrically con 
nected to said bingo-type gaming device, and said 
primary gaming device communicating a signal to 
said bingo-type gaming device for input to said 
bingo matrix upon the occurrence of selected, win 
ning events in said primary gaming device. 

10. The electronic gaming apparatus as defined in 
claim 9 wherein, 

said primary gaming device is one of an electronic 
poker gaming device and an electronic slot ma 
chine. 

11. The electronic gaming apparatus as defined in 
claim 9 wherein, 

said primary gaming device is an electronic slot ma 
chine which communicates said signal to said bin 
go-type gaming device upon the occurrence of 
selected, winning reel combinations in said slot 
machine. 

12. The electronic gaming apparatus as defined in 
claim 11 wherein, 

said bingo-type gaming device includes bingo indicia 
generating means producing a distribution of bingo 
indicia related to said selected, winning reel combi 
nations in said plurality of spaces in said bingo 
matrix at a time prior to receipt of said signal from 
said slot machine. 

13. An electronic gaming apparatus comprising: 
an electronic primary gaming device including dis 

play means and user-actuatable input means for 
play of a primary game; and 

an electronic bingo-type gaming device including 
bingo display means having a plurality of spaces in 
a bingo matrix for play of a bingo-type game, said 
primary gaming device being electrically con 
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nected to said bingo-type gaming device, and said 
primary gaming device communicating a signal to 
said bingo-type gaming device for input to said 
bingo matrix upon the occurrence of selected 
events in said primary gaming device, wherein said 
primary gaming device is a poker gaming device 
which communicates said signal to said bingo-type 
gaming device upon the occurrence of selected 
poker hands. 

14. The electronic gaming apparatus as defined in 
claim 13 wherein, 

said bingo-type gaming device includes bingo indicia 
generating means producing a distribution of bingo 
indicia related to said selected poker hands in said 
plurality of spaces in said bingo matrix at a time 
prior to receipt of said signal from said poker gan 
ing device. 

15. The electronic gaming apparatus as defined in 
claim 14 wherein, 

said bingo indicia generating means substantially fills 
all of said spaces in said bingo matrix with said 
bingo indicia and randomly distributes said bingo 
indicia in said spaces. 

16. The electronic gaming apparatus as defined in 
claim 15 wherein, 

said bingo-type gaming device is responsive to said 
signal to automatically select a space in said matrix 
corresponding to the selected poker hand occur 
ring in said poker gaming device if a corresponding 
indicia is present in said matrix and has not previ 
ously been selected. 

17. An electronic gaming apparatus comprising: 
an electronic primary gaming device including dis 

play means and user-actuable input means for play 
of a primary game; and 

an electronic bingo-type gaming device including 
bingo display means having a plurality of spaces in 
a bingo matrix for play of a bingo-type game, said 
primary gaming device being electrically con 
nected to said bingo-type gaming device, and said 
primary gaming device communicating a signal to 
said bingo-type gaming device for input to said 
bingo matrix upon the occurrence of selected 
events in said primary gaming device wherein, 

said primary gaming device is an electronic slot ma 
chine which communicates said signal to said bin 
go-type gaming device upon the occurrence of 
selected reel combinations in said slot machine, said 
bingo-type gaming device includes bingo indicia 
generating means producing a distribution of bingo 
indicia related to said selected reel combinations in 
said plurality of spaces in said bingo matrix at a 
time prior to receipt of said signal from said slot 
machine, and wherein said bingo indicia generating 
means substantially fills all of said spaces in said 
bingo matrix with said bingo indicia and randomly 
distributes said bingo indicia in said spaces. 

18. The electronic gaming apparatus as defined in 
claim 17 wherein, 

said bingo-type gaming device is responsive to said 
signal to automatically select a space in said matrix 
corresponding to the selected reel combinations 
occurring in said slot machine if a corresponding 
indicia is present in said matrix and has not previ 
ously been selected. 

19. An electronic gaming apparatus comprising: 
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an electronic primary gaming device including dis 

play means and user-actuable input means for play 
of a primary game; and 

an electronic bingo-type gaming device including 
bingo display means having a plurality of spaces in 
a bingo matrix for play of a bingo-type game, said 
primary gaming device being electrically con 
nected to said bingo-type gaming device, and said 
primary gaming device communicating a signal to 
said bingo-type gaming device for input to said 
bingo matrix upon the occurrence of selected 
events in said primary gaming device, wherein said 
bingo gaming device includes user-actuable bingo 
space selection means connected to enable user 
selection of the space in said bingo matrix to re 
ceive input. 

20. The electronic gaming apparatus as defined in 
claim 19 wherein, 

said selected events occurring in said primary gaming 
device have differing values; and 

said input to the selected space in said bingo-type 
gaming device has a value corresponding to the 
value of the occurring event. 

21. An electronic gaming apparatus comprising: 
an electronic primary gaming device including dis 

play means and user-actuable input means for play 
of a primary game; and 

an electronic bingo-type gaming device including 
bingo display means having a plurality of spaces in 
a bingo matrix for play of a bingo-type game said 
primary gaming device being electrically con 
nected to said bingo-type gaming device, and said 
primary gaming device communicating a signal to 
said bingo-type gaming device for input to said 
bingo matrix upon the occurrence of selected 
events in said primary gaming device, and further 
comprising: 

a plurality of additional primary gaming devices each 
having display means, user-actuable primary input 
means for play of a primary game, and criteria 
means responsive to the occurrence of selected 
events to produce an input signal; 

said additional electronic primary gaming devices 
each being electrically connected to said bingo 
type gaming apparatus for communication of input 
signals to said bingo-type gaming device on the 
occurrence of said selected events; 

said bingo-type gaming apparatus being responsive to 
receipt of an input signal from said additional elec 
tronic primary gaming devices to input said bingo 
matrix; and 

identification means electrically connected for corre 
lating the identity of ones of said primary gaming 
device communicating input signals to said bingo 
type gaming device during play of said bingo-type 
game. 

22. The electronic gaming apparatus as defined in 
claim 21, and 

said bingo-type gaming device including bingo crite 
ria means responsive to a predetermined pattern of 
input to said spaces to determine the occurrence of 
winning of said bingo-type game; and 

bingo payout means electrically connected to said 
bingo criteria means and responsive to the occur 
rence of said predetermined pattern to payout of 
awards to the primary gaming devices identified by 
said identification means as having input into 
spaces producing the winning pattern. 
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23. An electronic gaming assembly comprising: 
a plurality of electronic poker gaming devices each 
formed for independent play of a simulated poker 
game and each having user-actuatable poker input 
means electrically connected to enable users to 
play said poker game; 

an electronic bingo-type gaming device formed for 
play of a simulated bingo-type game and including 
bingo display means having a bingo matrix of a 
plurality of spaces; and 

each of said plurality of electronic poker gaming 
devices further being electrically connected to said 
bingo-type gaming apparatus, each of said poker 
gaming devices producing a selection of previously 
unselected bingo spaces corresponding to and upon 
the occurrence of selected poker hands in said 
poker gaming devices to permit the user of the 
poker gaming device to play said bingo-type gam 
ing device. 

24. The electronic gaming assembly as defined in 
claim 23 wherein, 

said bingo display means includes a plurality of bingo 
displays with one bingo display located at each of 
said poker gaming devices, said plurality of bingo 
displays each displaying the combined input to said 
bingo-type gaming device at each of said poker 
gaming devices. 

25. The electronic gaming apparatus as defined in 
claim 24, and 
bingo criteria means electrically connected to said 

bingo-type gaming device and to said poker gam 
ing devices and formed to determine when said 
bingo-type game is won and formed to produce 
signals attributing winning benefits to poker gam 
ing devices having input into the spaces meeting 
the criteria for winning of said bingo-type game. 

26. The electronic gaming apparatus as defined in 
claim 25, and 
payout means electrically connected to payout 
awards at selected poker gaming devices in re 
sponse to said signals attributing winning benefits 
to said poker gaming devices. 

27. A method of playing an electronic game compris 
ing the steps of: 

playing a primary game on a primary electronic gam 
ing device by user input through primary input 
means; and 

upon the occurrence of predetermined, winning 
events in said primary electronic game device, 
playing a secondary game on a secondary elec 
tronic gaming device electrically connected to said 
primary electronic gaming device by making an 
input to said secondary electronic gaming device 
upon said occurrence of predetermined, winning 
events in primary electronic game device. 

28. The method of playing an electronic game as 
defined in claim 27 wherein, 
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said step of playing a primary game is accomplished 
by playing one of a poker game and a slot machine 
on said primary gaming device. 

29. The method of playing an electronic game as 
defined in claim 28 wherein, 

said step of playing said primary game is accom 
plished by playing a slot machine game. 

30. The method of playing an electronic game as 
defined in claim 27 wherein, 

said step of playing a secondary game is accom 
plished by playing a bingo-type game on an elec 
tronic bingo-type gaming device. 

31. The method of playing an electronic game as 
defined in claim 27 wherein, 

said step of making an input is accomplished by user 
inputting to said secondary gaming device an input 
which is proportional to the value of a winning 
event occurring in said primary gaming device. 

32. A method of playing an electronic game compris 
ing the steps of: 

playing a primary game on a primary electronic gam 
ing device by user input through primary input 
means; and 

upon the occurrence of predetermined events in said 
primary electronic game device playing a second 
ary game on a secondary electronic gaming device 
electrically connected to said primary electronic 
gaming device by making an input to said second 
ary electronic gaining device upon said occurrence 
of predetermined events in primary electronic 
game device, wherein said step of playing a pri 
mary game is accomplished by playing a poker 
game. 

33. A method of playing an electronic game compris 
ing the steps of: 

playing a primary game on a primary electronic gam 
ing device by user input through primary input 
means; and 

upon the occurrence of predetermined events in said 
primary electronic game device, playing a second 
ary game on a secondary electronic gaming device 
electrically connected to said primary electronic 
gaming device by making an input to said second 
ary electronic gaming device upon said occurrence 
of predetermined events in primary electronic 
game device, wherein there are a plurality of inde 
pendent primary gaming devices each electrically 
connected to a common secondary gaming device, 
and 

during said playing step, a plurality of players each 
play a primary game on said plurality of indepen 
dent primary gaming devices; and 

upon occurrence of a selected events at any one of 
said independent primary gaming devices, playing 
said secondary game by inputting into said second 
ary gaming device from the one of a predetermined 
number of primary gaming devices at which one of 
said selected events occurred. 

k 


